[5E] The Knave, a fast talking rogue 


archetype 


Rogue Archetype: Knave 


You excel in the realm of words. You combine roguish deeds with witty remarks and piercing 
aunts that invigorate you and demoralize your opponents. This is the archetype for saucy devils, 
wisecracking mavericks, clever provocateurs, devious flatterers, flim-flam artists, and those who 


enjoy spouting wicked insults. 


Rapier Wit 

Beginning at 3rd level, you are armed with sharp wits that help you come up with the right words 
o sway things to your advantage. On preparing to speak to a creature, you can call upon your 
Rapier Wit in figuring out what you should say. When you are trying to intuit what to say to the 
creature, and asked by the DM to make a Wisdom (Insight) check, you can roll a Rapier Wit die, a 
d6, and add the number rolled to your result. Once the Rapier Wit die is rolled, it is expended. 
The number of uses of Rapier Wit you have is equal to your Charisma modifier (a minimum of 
once). You regain any expended uses when you finish a long rest. 

Your Rapier Wit die changes when you reach certain levels in the Rogue class. The die becomes 


a d8 at 5th level, a d10 at 10th level, and a d12 at 15th level. 


Cutting Words 

Also at 3rd level, you learn how to use your wit to distract, confuse, and otherwise sap the 
confidence and competence of others. When a creature that you can see within 60 feet of you 
makes an attack roll, an ability check, or a damage roll, you can use your reaction to expend one 
of your uses of Rapier Wit, rolling a Rapier Wit die and subtracting the number rolled from the 
creature's roll. You can choose to use this feature after the creature makes its roll, but before the 
DM determines whether the attack roll or ability check succeeds or fails, or before the creature 


deals its damage. The creature is immune if it can't hear you or if it's immune to being charmed. 


Stinging Japery 

Starting at 9th level, you begin to fling such ferocious barbs that they can exacerbate physical 
harm. When a creature that you can see within 60 feet of you fails a saving throw and takes 
damage as a result, you can use your reaction to expend one use of Rapier Wit to intensify that 
damage. Roll a Rapier Wit die and add the number rolled to the damage incurred. The creature is 


immune if it can't hear you or it does not understand your language. 


Fast Talk 

Also at 9th level, you gain the ability to use your Cunning Action to cajole or taunt an enemy 
during combat. Using a bonus action, you may speak a few words, no longer than a single short 
sentence, in an attempt to sway the flow of a battle. The DM determines what effect your words 
have, if any, and may require you to roll an Intimidation or Persuasion skill check. 


Once you use this feature, you can't use it again until you finish a short or long rest. 


Blarney 

By 13th level, you have acquired a knack for getting away with outrageous and outlandish 
behavior. You can use your gift of blarney to explain away any strange or suspicious behavior on 
he part of yourself or others, or any bizarre occurrence. You have advantage on any ability 
checks to determine whether your explanation is successfully accepted. Exceptions: Unless your 
DM allows it, you cannot use this feature for covering up an unstealthy attack action or a blatant 


act of theft involving a highly valuable item. 


Hail Mary 

At 17th level, your facility with words is so masterful that you can finagle your way out of many a 
dire scenario. When you are placed in a situation where you face imminent death or capture, or 
you find yourself trapped with no means of escape, you gain one chance to talk your way out of 
it. You must roll one type of ability check, as determined by your DM, to discover whether you 
succeed or fail. You can boost your prospects by expending one use of Rapier Wit, rolling a 


Rapier Wit die and adding the number rolled to your ability check result. 


A Hail Mary attempt lasts from one to five minutes, and within that time period, anyone who 


argets you with an attack or a harmful spell must first make a Wisdom saving throw. The DC 
equals 14 + your Charisma modifier. On a failed save, the creature loses the attack or spell. If the 
creature succeeds and hits you for damage, your Hail Mary attempt ends, but its success or 


failure is determined either by your ability check or by DM ruling. You have no protection from 


area effects during your Hail Mary attempt. 


Once you use this feature, you can't use it again until you finish a long rest. 


A. Note From the Homebrewer 


This rogue archetype is inspired by smartmouth action heroes and other characters who use 


heir words like weapons. Some examples of these: Deadpool, Jack of Fables, Ben Linus (LOST), 


b , , even guys like and . The features for 


his archetype are largely intended to inspire a creative approach to playing. Let's hope it does 


urn out that way. 


